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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaouuk: MenbHukoB Muxaun

BbuHapHble gaHHbIe:

e KapTuUHKMK
e Moaenwu

e AHuUMauuu
e 3BYKMU

e My3biKka

e Ponuku

e [pyrue AaHHbIe

\y .
NIVAL




TEMA: YHVIBepca.ﬂbeIVI PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaouuk: MenbHukoB Muxaun

TabnunyHble AaHHbIE:

e RPG cucrema

e BceBO3MOXHbIe HACTPOUKUN BbIHECEHHbIe NMporpamMmmMmucTaMm U3 Koaa
e Urposble nokauuu (KapTbl)

e CKpuUNTLbI

e OOBSAA3KU BOKPYr OMHapHbIX AaHHbIX

e [laHHble gnsa ELK (TeKCTbl U KOMMEHTapuUu K HUM)

e [pyrue paHHbIe
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TEMA: YHMBepcaﬂbeIVI PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaoumk: MenbHuUkoB Muxaun

[Oyanun3m xpaHeHUs AaHHbIX Ha 3Tane pa3pabdboTKu:

PEOAKTOP
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TEMA: YHMBepcaanblﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaouuk: MenbHukoB Muxaun

TpeboBaHUA K MexaHU3my paboTbl ¢ TadONIMYHbIMU
AaHHbIMMU:

e LlenocTHOCTb AaHHbLIX HA BCeM 3Tane pa3pabdboTKku
e Bo3MOXHOCTbL paboTaTb C AaHHbLIMU BPY4YHYHO

e MaccoBasa obpaboTKka gaHHbIX

e BbbicTpoTa paboTbl ¢ AaAHHbLIMMU

e He3zaBMCUMOCTL OT KOHKPEeTHbIX TUNOB AdHHbIX
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TEMA ¢ YHMBepcaanbIVI PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB
nokAaanoumk: MenbHuUukoB Muxaun

[Mpmep CTPYKTYpbI AaHHbIX U3 KoAda Urpbl “bnuukpur”

struct SRMPatch
{
int nSize;
string szName;
llconstructors
SRMPatch() {}
Il serializing...
virtual int operator&( IStructureSaver &ss )
{
saver.Add( 1, &nSize );
saver.Add( 2, &szName );
}

virtual int operator&( IDataTree &ss )

{
saver.Add( “Size”, &nSize );

saver.Add( “Name”, &szName );

}
}
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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaoumk: MenbHuUkoB Muxaun

Cxema co3aaHuda TUMNOB p,aHHblx B Mrpe “EnMquMr 1"

IMampuIator

S BEHUEE — PENAKTOP
Manager

Game
Resource
Manager
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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaanoumk: MenbHuUukoB Muxaun

UHTepdenc IManipulator

interface IManipulator : public CObjectBase

{
virtual IManipulatorlterator* Iterate( bool bShowHidden, ECacheType eCache ) = 0;

virtual const SlteratorDesc* GetDesc( const string &rszName ) const = 0;
virtual bool GetType( const string &rszName, string *pszType ) const = 0;
virtual bool GetName( UINT nID, string *pszName ) const = 0;

virtual bool InsertNode( const string &rszName, int nNodelndex = ADD ) = 0;
virtual bool RemoveNode( const string &rszName, int nNodelndex = REMOVE_ALL ) = 0;

virtual bool GetValue( const string &rszName, CVariant *pValue ) const = 0;
virtual bool SetValue( const string &rszName, const CVariant &rValue ) = 0;

virtual bool CheckValue( const string &rszName, const CVariant &rValue, bool *pRes ) = 0;

virtual bool IsNameExists( const string &rszName ) const = 0;

}
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TEMA: YHVIBepca.ﬂbeIVI PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

OJOKAAOHMK

MenbHukoB Muxaun

Bpoy3ep AaHHbIX U yHMBepcaanblﬁ Property Control

| Wapio | BuildingRP6stats

Africa

1 Asia

1 Common

+|
+|
+|
+|
+
+|
R
+]
+|
+|
+|
+|
+|
+|
+]

=
=3
]
]
=
=3
]
]
]
]
]
=
=3
]
]
]

Europe

=3 Church

[ destroyed
3 whole

=3 CityHall

[ destroyed
whole
Classicism
Cormer_ho
Corer_ho
E_Cafe
E_Chapel
E_Factory

E Fjl_,hl[“l”fll_,b
E_Fr .
E_FrenchShed02
E_Housel |1

B Lights
lconsSet
AlPassabilityClass

] Bumn

aa

EffectExplosion
EffectDeath
PointLights
StaticDebris

@ Debris

By Masks
NeedDebris
DynamicDebris
@ Debris

=t Masks

== (0]
@ M aterial

= Origin
oo
E y
= Size
Season
Width

#-= [1

@ NeedDebris

1 HasPassability

| UsePassabilityForVis...

ArabimnbCom A

null
1F000000

false

AlNE=plosio...
Al\Destruct...

null

true

Test\Stone

bris\19_1 L]

-42.6084
-44.4373

SEASON_...

10

true
true
true

E] De:

"Papbl'"

rOpUT K
death wit
'silent’ de
Cnucok |

Objects:

I Material

Current Selection:

Bridges

Buildings

Maps

Objects

Terrain

][] Dynamicl=

Properties

@] Texture
E ump AlTerrain’,
i Alpha A_OVERLA
AddressMode  AM_WRAP
SpecFactor 0
Gloss null
MetalMirror 0
DielMirror 0
Mirror null
1l CastShadow false
Priority 9

<

I aterial: 13799 Texture

AlMT errainhDynamicDebrish1139_1
Previous Selection: AINT errainhDynamicDebrish119_1

BuildingRPGStats: 119 DynamicDebris.Masks. [0].Material

Set Empty | Cancel l

INTERACTIVE




TEMA: YHMBepcaﬂbeIVI PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaoumk: MenbHuUkoB Muxaun

Cxema paboTtbl ¢ AgaHHbIMU B peaakrope (MCV)

|Controller

Controller

|IManipulator
Editor .

Manager
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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaoumk: MenbHuUkoB Muxaun

Cxema Bbi30Ba 3KNOPTEPOB B pepakrTpoe

Editor

Exporter

K Check

w;':_

Y] Force Export
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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaoumk: MenbHuUkoB Muxaun

Co3paHue, yaaneHue U KonupoBaHue 00bLEKTOB

Create <MapInfo> Object x|
VT T est\Designer Test\New Object

Properties:

5] Descipton

-t Players

0] TestUSSR |Builder

@ [1] Test\Germany
@ [2] Test\Unknown
B Season SEASON_SUMMER
E] NumPatchesX 2 .
5] NumPatchesY 2 BUIlder
@ MapFilesPath Maps\ProgT ests\Melnikoff\link s\ HUpekTopua, 6 ...
@ AreaSet B2\Alpha\Summer All areas inthis t...
@ Light AlNSummer\D aylight
@ PreLight AlNSummer'pre-light
E] SmoothRadius 2
5] BorderSmoothRadi.. 30
@ BorderSmoothNoise  Test\Border smooth Noise for borders...

[ Export object after creation Cancel |
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TEMA: YHMBepcaﬂbeIVI PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaoumk: MenbHuUkoB Muxaun

Cxema Bbl30Ba peaKTopoB 1 00paboTKn cooOLeHnN

Editor

lInputState

DirectX Frame
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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaouuk: MenbHukoB Muxaun

UHTepdenc linputState

interface linputState

{

virtual void Enter() = 0;
virtual void Leave() = 0;
virtual void Draw( class CPaintDC *pDC ) = 0;

virtual void OnSetFocus( class CWnd* pNewWnd ) = 0;
virtual void OnKillFocus( class CWnd* pOIldWnd ) = 0;

virtual void OnMouseMove( UINT nFlags, const CTPoint<int> &rMousePoint ) = 0;
virtual bool OnMouseWheel( UINT nFlags, short zDelta, CTPoint<int> &rMousePoint ) = 0;

virtual void OnLButtonDown( UINT nFlags, const CTPoint<int> &rMousePoint ) = 0;

virtual void OnLButtonUp( UINT nFlags, const CTPoint<int> &rMousePoint ) = 0;
virtual void OnLButtonDDbICIk( UINT nFlags, const CTPoint<int> &rMousePoint ) = 0;
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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokaaoumk: MenbHukoB Muxaun

OOwasa YyacTb pepakropa:

e Cucrtema obpadbotkm XSD, reHepauna NCXOOAHMUKOB, CUCTEMA CYUTbIBAHNA OUHAPHbIX
AaHHbIX, CUCTEeMa TPaHCNALUMUN AaHHbIX U3 BHewHero popmarta BO BHYTPeHHUN hopmar,
npeacrtasrieHue gaHHbiX B Buage IManipulator

e OOWMKM Frame pepakTopa C HECKONMbKUMMU 3aroTOBMEeHHbLIMU OKHaMN BU3yarnbHOro
penakTMpoBaHUA TpPaHCcnupylowmne coobdleHns oT An3anHepa B nuHtepgenc linputState

e Bo0O3MOXHOCTMU NO CO34aHUIO AONONTHUTESNIbHbLIX OKOH, MEHI0, NaHesien NHCTPYMeHTOB Jlerkas
paboTa co CTpoKOou cTtaTtyca

e bBpoy3ep obuero cnucka o6bLEKTOB peAakTUPOBaHUA, CUCTEeMa HaBUraumm no CnUcky

e YHuBepcanbHbin Property Control no3sonarwwmm pegaktupoBaTth J1l0Oble AaHHbIe
npencrtaBrieHHble nHTepdgencom IManipulator

e MexaHn3M nepapxmyeckoro 3anycka 3KCnopTepoB

e MexaHn3m Bbi3oBa A0NONMHUTENbHON (PYHKLMOHANBbLHOCTU NPU CO3AAaHUN 0O BLEKTOB, UX
KONMpoOBaHUU U yaaneHum

e MexaHunam 3anycka peaakropos IEditor
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TEMA: YHMBepcaﬂbelﬁ PeAaKTOpP ANA HECKOJIbLKUX NMPOEKTOB

nokAaaouuk: MenbHukoB Muxaun

BHelwHUe YacTu pegaKkropa:

e Habop XSD cdannos

e JKcnopTepbl. |[Exporter

e bunpepsl. IBuilder

e PepakTopsbl. IEditor + linputState
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TEMA : YHMBepcanbHbIW peaakTrop Anst HECKONMbKUX
NPOEeKToB

OOKAAOUWMK : MenbHukoB Muxaun




